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A NEWBERY ADVENTURE: A WRINKLE IN TIME 


Background 


A NEWBERY ADVENTURE: A WRINKLE IN TIME focuses on the imaginary events 
described in Madeleine L'Engle's Newbery Award-winning novel. It is an 
adventure story that could best be described as a mixture of a science fiction 
and mystery. The novel makes challenging demands on the imagination and 
offers readers the opportunity to identify with a wide range of emotions. 


The story begins on a stormy night. Meg Murry, her younger brother Charles 
Wallace, and their mother meet in the kitchen for a snack. The family scene 
is upset by the arrival of an unusual stranger whom Charles calls Mrs. 
Whatsit. She asks the Murrys if she can rest for a moment because she "just 
got blown off course" by the storm. Mrs. Whatsit startles Mrs. Murry by 
assuring her that "there is such a thing as a tesseract." This process is a 
way of traveling through time and space, a wrinkle in time, which Mr. and Mrs. 
Murry were exploring before Mr. Murry mysteriously disappeared. 


The program follows the Murrys as Meg, Charles Wallace, and their friend, 
Calvin, join with Mrs. Whatsit and her two colleagues, Mrs. Who and Mrs. 
Which, to search for Mr. Murry. When they tesser to another planet, Uriel, 
Mrs. Whatsit metamorphoses into a horse-like winged creature and takes them to 
the summit of a mountain where they learn about the evil force which has 
captured their father and which threatens the Earth. 


After an unfortunate stop at a two-dimensional planet, the voyagers visit the 
planet of the Happy Medium and learn that they must travel to Camazotz, a 
planet controlled by the dark powers, if they are to rescue Mr. Murry. When 
they arrive in Camazotz, Meg, Charles, and Calvin learn that the ruler of this 
planet, IT, has replaced individuality with total conformity. They also learn 
that Mr. Murry is IT's prisoner. When they encounter IT's representative, the 
Man with the Red Eyes, Charles Wallace is hynotized and submits to IT. 


The suspense is sustained at a high level as Meg must use her special glasses, 
a gift from Mrs. Who, to release her father from IT, but Mr. Murry is forced 
to tesser away from Camazotz with Meg and Calvin before they all give in 

to IT. 


During this trip, Meg almost dies, but she is saved by Aunt Beast, a tentacled 
creature on the planet where they land. When she is well, Meg realizes that 
she must return to Camazotz to save her brother Charles Wallace from IT. The 
point of the story is made when Meg realizes that her strength against IT is 
her love for Charles Wallace. The adventure ends as Meg, Charles Wallace, 
Calvin, and Mr. Murry return safely home. 
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Program Objectives 


Charles’ Vocabulary 


Hi! I an Charles 
Wallace Murry. 


Because of m 
vocabulary, t Nas 
chosen to make sure 


that sone of the 
words in A Wrinkle 
in Time aré clear 
to you, 


Choose the words 
that best fit in 


the sentences that i, 
Felton. li i 
Press RETURN to continue. 


Grade Level: 4-8 
Reading Level: Grade 5-6 (Dale Chall) 
Time required: Vocabulary - 5-15 minutes 


Adventure - 10-30 minutes 


Objectives: 1. To build and reinforce vocabulary and comprehension 

skills. 

2. To provide practice in using vocabulary in context. 

3. To develop the ability to use content clues in reading. 

4. To develop the ability to follow a sequence of event. 

5. To combine exposure to good literature with the 
practice of vocabulary and comprehension skills. 

6. To encourage the thoughtful reading of novels. 

7. To transform reading into a pleasurable experience for 
the non-motivated reader. 
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Program Description 


Following the opening screen, a main menu is displayed. For a brief 
introduction to the program, students select Descriptions, or they may choose 
the other options as shown on the menu below: 


OOUUUANNUOEAUELONGRAORAEAAGUARORGAUGOAUA ouueCaQCAUADesdneedneensendnacnnnnccanacacenscnacanseganenucnancnacanie 
jl! ‘ I 


ry A Nenbery Adventure: hy 
" by Dean VanDeCarr and Janice Kanter ' 


Based on A Wrinkle in Tine 
By Madeleine L’Engle 


2 Wrinkle Adventure 


3 Descriptions 
4 End 


Use #% to move, then RETURN. 


CHARLES' VOCABULARY 

In this option, students become familiar with some vocabulary words as they 
are used in the book A Wrinkle in Time. Students are presented with ten 
statements relating to the story. These statements will vary each time the 
option is used. Each of these statements contain a blank space that must be 
filled with a word taken from the Vocabulary List of primary words (page 10), 
and students must type in the correct word. 


Through the Change Options (page 14), teachers can set the activity to one of 
three levels of difficulty: 


o Level One: Multiple choice 
o Level Two: Fill in the blank with hint 


o Level Three: Fill in the blank with no hint 
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Level One: Multiple choice - students are given a choice of three words. One 
of these words is the correct one as in the following example: 


HA TA 


Our ta ih besins ter we weet 
Fal lyin at he santed house. yt 


adie o 
traveling th through tine’ and” Space, to 
take us to Urie 


I was thinking of one of the words 
belon. 


tesseract privilese whirlwind 


Students must type in the correct word. A successful answer will result ina 
short message acknowledging that the word entered is correct, and students can 
move on to the next statement. If the word entered is incorrect, students are 


given a second try as shown below: 


Our our pe nee ins after we neat 
ivic’ e haunted house. The 
et ies. ate he nieiind, a way of 
trave ing through tine and space, to 
take us to Urie 


That is not the nord I had in aind. 


Press RETURN to try again. 
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If the word entered is still incorrect, the answer is displayed as in the 
following example: 


Waterss... 
ur journey besins after ne meet 
alyin at the haunted house. 


e n 
facles use a privilege, a way 0 


trave ing throu h time and space, to 


take us iel. 


No, the word I was thinking of is 
tesseract. 


Press RETURN to continue. 


The correct answer is then placed in the sentence and the students can move on 
to the next statement. 


A NEWBERY ADVENTURE: A WRINKLE IN TIME 


Level Two: Fill in the blank with hint - students are given a hint, and they 
must type in the correct word as shown below: 


The leader of th roup is rs. Which. | 
eis ate ficult for her 
cene-------, SO He se fon” see her in 
her human forn. 


essecerecsesonctte H i t sencemccccccucncce 


We only see her witch’s hat and robe 
when we are on Uriel. 


Press ? for word choices. 


Students can proceed with the activity as follows: 


oO by requesting a word choice. Students can press the ? key to get a choice 
of three words. If the choice they enter is incorrect, the answer is 
displayed, and students can move on to the next statement. 


o by not requesting a word choice. In this case, students are allowed two 
tries. 
- First Try: students enter their answer without pressing the ? key. If 
the word entered is incorrect, they are given a second try. 
- Second Try: students are given a choice of three words. If the choice 
they enter is incorrect, the answer is displayed, and students can move 
on to the next statement. 


Note: Whether students used one or two tries to reach the correct answer has 
no bearing on the scoring. 
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Level Three: Fill in the blank with no hint - the students are asked to 
complete a statement by typing in the correct word as shown below: 


i ae 


Our Journey be begins after Calvin. has a 
strong fee that he must 90 to the 
haunted house. fie follows his 

the group is complete 
for tessering "to Uriel. 


Press ? for hint. 


Two types of help are available by pressing the ? key: 
o the first time it is pressed, a hint appears 
o the second time it is pressed, 3 possible word choices appear. 


wal m 


| . : : z ‘\ . il : 
T Se Fre ca i 


(Nt te i 


Our Journey besins, af a fter Calvin. ‘has a 


f ust to th 
ae oteg Rouse. He Fol Tone “his. © 
the group is complete 

for tessering "Eo Uriel. 


epnensvoccnccecece Hi nt Geeesscecuneacece 


h f these feelin s that 
Calvin has one.° enter the CENTRAL 
Central Intelligence Building. 


Press 7? for word choices. 
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After each help, students are requested to type in the correct word. Students 
are also given the hint on their first incorrect try and the 3 possible word 
choices on the second incorrect try. If the word they enter after seeing the 


three choices is incorrect, they are then shown the correct answer and move on 
to the next question. 


Scoring 


After all the statements have been completed, each student is given the number 
of correct answers as shown below: 


Note: Whether students used one, two, or three tries to reach the correct 
answer has no bearing on the scoring. 


Charles’ Vocabulary 


I oyed talkin 
Ts Epoyes 8 


You got a total of 
8 correct ansners 
out of 10 
questions. 


ctl Si al 


Press RETURN to continue. 
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WRINKLE ADVENTURE 


This option encourages students to use their knowledge of the book to make 
decisions that will help Meg, Calvin, and Charles to rescue Mr. Murry. The 
decisions the students make relate to possible moves that the protagonists of 
the story could make, as in the following example: 


flit HELIN HAA. 


Charles and Meg neet Calvin near the 
haunted house and Charles decides to 


36 Hours left 
Use fT ¥ to nove, then RETURN. 


At the start of the Wrinkle Adventure, the students are given thirty-six hours 
to complete their quest. This time limit is called a time wrinkle. Each move 
made by the characters costs a student two hours taken from the time wrinkle. 
Consequently, students must weigh their decisions very carefully. 


The time wrinkle may be changed by the teacher through the Change Option 
(page 14). The best possible completion time is thirty hours. Depending on 
the time wrinkle given to them, students may or may not have enough time to 
wander in the wrong direction before getting back on the right path and 
completing the Wrinkle Adventure. 


As students may not be able to complete the Wrinkle Adventure on their first 
try, they should be encouraged to take notes while playing the game. This 
will allow them to chart their progress and try a different approach on 
subsequent tries. 
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Top Twenty Scores 


At the end of the game, the number of hours it took each student to complete 
the Wrinkle Adventure is displayed. The names of the students with the top 
twenty scores are saved on the diskette. 


Everytime a new record is broken, the new winner's name is inserted at the 
appropriate place among the other students' names. If twenty names are on the 
diskette, the last name on the list is then automatically deleted. This list 
appears as shown below: 


| | 
i Current Student List My 


Hours 


J 
G 
T 
D 
0 
S 
S 


Press RETURN to continue. 


Return to the main menu 


This option allows students to return to the main menu and select a different 
option or end the game. 


Exiting the program 


Students may stop the game at any time by holding down the CONTROL (CTRL) key 
and pressing the E key. They will then be able to go back to the main menu, 
use another diskette, or end the session at the computer. 
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Change Options 


The Change Options allow you to control certain elements of the Wrinkle 
Adventure in order to adapt to the needs of the students. To use the Change 
Options, hold down the CONTROL (CTRL) key and press T at the main menu. The 
Change Options menu will then be displayed, as shown below: 


Faia aA aA 
! Change Options Mi 


> 
OUUONEUUORUEOARGAURAADOROUERORRAANAAOGODACARORORRAcEARaNRaNcaaGnonnaeNsnadeoenUannadeecancanadeccononccgagagcageggaeccncenanegoas 


Ch bu ley 
ghange voor ary RY 


Edit student file 


Set adventure tine 
Status: 48 hours 


el 
nt 


Return to menu 


Use tJ to nove, then RETURN. 


Change vocabulary level - allows you to change the difficulty level of 
Charles' Vocabulary, as shown below: 


f Vocabulary Skill Level My 


2 Fill in the blank with hint 


3 Fill in the blank with no hint 


Use +4 to nove, then RETURN. 


Once the level has been changed, it will remain as set every time the program 
is used, until this option is used again. 
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Edit Student File - allows you to delete the names and the corresponding 
scores of the students with the twenty top scores as follows: 


pAPHVRRAUENEROONOSOTOPTNENGOOTOAORPOOG OOOO OUOOUOABOUOOKEEOESTOOEOEEOOOOUAO PO OOOATMEUEOUMUT UOTE, 
, Student Files My 


\ 
[ivecanancoceeusnatecevaneenosnnnosstgoccnacecsnsoscencvaveascenovassocecevcueunanecnoueneveesoegocntavascenoecnusstaeatay 


2 Erase all student files 


3 Return to menu 


Use + ¥ to nove, then RETURN. 


When choosing Erase individual files, you will be shown the names with the top 


twenty scores. You can then select the name and score to be deleted, as in 
the following example: 


i" Student Files My 


Done 


Use t4 to move, then RETURN. 


When the names and scores to be deleted are selected, moving the box to DONE 
will delete them and return to the menu. When choosing Erase all student 


files, you will be given the option to cancel the procedure before all the 
names and scores are deleted. 
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Set adventure time - allows you to control the time wrinkle. This time 
wrinkle can be set at a minimum of thirty hours and a maximum of sixty hours, 
as shown below: 


tA ela 
! Time Limit i 


Present tine linit - 48 hours 


Hininun tine - 30 hours 
Maximum tine - 60 hours 


Do you want to change the tine? 


Return to Menu - allows you to return to the main menu. 
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